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Theory of the Cubic Line-4 Tic―Tac―Toe
Nobuhiro ToMABECHI
Abstract
The purpose of this study is reaHzation Of artincial inte■igence needed for the programs playing thinking games
such as Shogi, Go, Tic―Tac―T e, and so on  This paper studies on the cubic line-4 Tic―Tac―Toe Ⅵ「hich has
simplilied rules and a、vide search space suitable for introduction to game playing programs  As the arst step,this
paper makes clear the mathematical characters of the cubic line-4 Tic―Tac―To ,Mrhich Mァll be used for making the
game program in the next step
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